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WHAT IS THIS? 


This is a trimmed-down, subminiature version of the Fifth 
Edition of the World’s Most Popular Role-playing game (see 
license for more info) that has been designed to be quick and 
easy to play. 

The goal was to create a simpler game, but one where all 
of the resources of the Fifth Edition (monsters, spells, adven- 
tures and equipment) could be used without conversion. 


GETTING STARTED 


Get a group of 2-6 people together with some dice, paper, and 
pencils. One player is the Game Master (GM), who runs all 
of the non-player characters (NPCs), describes the 
environment, and determines the outcome of rolls. The rest 
of the players make one character. 

Agree upon a game concept, and then each player creates 
a character concept that fits. The game is largely played 
through a dialogue, the players describe their character’s 
attempted actions and the GM calls for what rolls or rules are 
necessary. 

A group of characters is usually called a party or a group. 
Your party will interact with each other, the NPCs, and the 
universe, all under the guidance of the GM, the dice, and the 
rules. 

All you need to play are these rules, a set of polyhedral 
dice, and something to take notes on. Every player should at 
least have a passing understanding of the rules, and the GM 
should know enough to make characters and run the basics. 


POLYHEDRAL DICE 


This game uses dice with 4, 8, 10, 12 and 20 sides in addition 
to the usual six-sided dice. The usual notation for dice is XdY, 
which means roll X dice with Y sides. (2d6 is two six-sided 
dice, 1d12 is one twelve-sided dice.) If you do not have a set 
of polyhedral dice, the following approximations with d6’s 
will get you close enough in a pinch: 


d4 d8 d10 d12 d20 


d6-1, d6+1 d6+2 2d6 3d6 
or d6 (reroll 5/6) (16-18 crits) 


EXPLANATORY NOTES 


M20 Fifth will be easiest to understand if you are already 
familiar with RPGs. For the unfamiliar reader, the following 
brief explanations are offered: 

Stats (aka Ability Scores) and Skills: Numerical representations of a 
character’s raw physical/mental abilities and training in specific areas, 
respectively. Corresponds to a bonus, which is added to rolls. 

Race: The fantasy species a character belongs to. 

Class: A collection of talents and abilities that describe a character’s 
profession or role as an adventurer. 

Level: Has two different meanings, that shouldn't be confused. 
Character level is a reflection of a character’s general growth as a result 
of earning experience points (XP) from overcoming obstacles. Spell 
level is the measure of a spell’s relative power. 


CHARACTERS 
STATS 


There are 3 stats : Strength (STR), Dexterity (DEX) and Mind 


(MIND). 


Roll 4d6, drop lowest die. Total remaining 3 dice and allocate 
to one of the stats. Repeat for remaining stats. 


Alternatively you may use the array of 15, 12, 8. 


Stat bonus = (STAT-10)/2, round down. 


RACES 


Humans: +1 to all Stats 
Magical Races (e.g. Elves, Gnomes): +2 MIND 
Tough Races (e.g. Dwarves, Half-Orcs, Dragonborn): +2 STR 


Quick Races (e.g. Halflings): +2 DEX 


CLASSES 


The classes are Fighter, Rogue, Mage and Cleric. 
Characters start at level 1 with a proficiency bonus of +2. 


FIGHTER 

Skill and Save Proficiencies: Physical, STR Saves 

Armor Proficiencies: All armor, Shield 

Improved Stamina: +3 to HP per level When taking short 
rests, add 3 hp per rest dice spent. 

Multiple Attacks: You gain an additional attack at 5th level, 
and again at 11th and 20th level 

Extended Crit Range: At level 3 you crit on a 19-20. At level 
15 you crit on an 18-20. 

Extra Ability Score Increase: At level 14, you get an extra 
ability score increase. 

Starting Equipment: chain mail (+6 AC heavy armor), shield, 
one weapon (and ammunition if applicable), 10 gp, a fast 
pack (see Equipment) 


ROGUE 

Skill and Save Proficiencies: Subterfuge, DEX saves 

Armor Proficiencies: Light armor 

Sneak Attack: Whenever you have advantage, or your target 
is distracted by melee combat with another foe you may 
add [half level, rounded up]d6 to your damage. 

Cunning Action: As a bonus action, you may make a 
Subterfuge check or Dash. 

Starting Equipment: leather armor (+1 AC light armor), one 
weapon (and ammunition if applicable), thieves tools, 15 
gp, a fast pack (see Equipment) 


MAGE 


Skill and Save Proficiencies: Knowledge, MIND Saves 

Armor Proficiencies: No armor 

Signature Spell: Choose one spell (or one action-realm 
combination if using Words of Power.) Casting this spell 
costs 1 MP less. 

Arcane Spellcasting: See Magic for more information. 

Starting Equipment: spellbook, wand, 10 gp, a fast pack (see 
Equipment) 


CLERIC 

Skill and Save Proficiencies: Communication, MIND Saves 

Armor Proficiencies: Medium Armor, Shield 

Divine Spellcasting: See Magic for more information. 

Channel Divinity: You have the ability to channel positive 
energy once per short/long rest to Turn Undead or 
Preserve Life. At level 6 this becomes twice per rest, and at 
level 18 this becomes three times per rest. To Turn 
Undead the cleric brandishes their holy symbol forcing all 
undead within 30 feet to make a MIND save (DC 8 + 
clerics MIND bonus + cleric’s proficiency) or flee. If the 
undead roll a 1 on their save, they are immediately 
destroyed. Preserve Life restores [5 * level] hp divided to 
taste among allies within 30 feet. 

Starting Equipment: scale mail (+4 AC medium armor), 
shield, holy symbol, mace (one-handed weapon), 15 gp, a 
fast pack (see Equipment) 


BACKGROUNDS 


Every character should also choose a background, which 
grants them proficiency in one skill, and grounds them in the 
world. Every background provides a great starting point for 
role-playing. Perhaps a criminal has underworld contacts, 
perhaps a soldier can still get respect among patriotic 
peasants, perhaps a sage can easily find obscure information 
in books when they need to. 


¢ Communication Backgrounds: Acolyte, Noble, Folk 
Hero, etc. 

e Subterfuge Backgrounds: Criminal, Urchin, Charlatan, 
etc. 

¢ Knowledge Backgrounds: Sage, Hermit, etc. 


e Physical Backgrounds: Soldier, Sailor, etc. 
0 ——————— ee 


Optional Rule (Specialization): If a character has a 
background which grants a proficiency which they 
already get from their class, they may add twice 
their proficiency bonus to d20 rolls. 
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SKILLS AND SAVING THROWS 


There are just 4 skills : Physical, Subterfuge, Knowledge 


and Communication. Roll equal to or higher than the given 
Difficulty Class (DC) or opposed roll to succeed. 

Skill/Saving Throw roll = d20 + stat bonus + 
(proficiency bonus) 


For example, Climbing would use STR + Physical bonus. 
Dodging a falling rock is DEX + Physical bonus. Finding a 
trap is MIND + Subterfuge bonus. Disabling a trap is DEX + 
Subterfuge bonus. 


ComMMoNn DC’s 

e Very easy: 5 

e Easy: 10 

© Moderate: 15 

e Hard: 20 

© Very hard: 25 

e Nearly impossible: 30 


ADVANTAGE AND DISADVANTAGE 

Whenever a character has increased or decreased odds of 
succeeding on a d20 roll, the GM may elect to give that 
character Advantage or Disadvantage. This involves rolling 
twice and taking the better or worse of the two rolls 
respectively. 


MAGIc 


All casters have Magic Points (MP) equal to their max HP. 
They may cast spells of a level equal to % their class level, 
rounded up. Use the spells from Appendix B, or the spell 
system described in Appendix C. Alternatively, let casters 
know 6 spells of any spell level they have access to from the 
Fifth Edition Basic Rules. 


Concentration: Certain spells require concentration. While 
concentrating on a spell, a caster may not cast other 
concentration spells. If a caster is hit while concentrating on 
a spell, they must make a DC 10 or half the damage taken 
(whichever is higher) MIND save or the spell fizzles. 


Casting a spell of any kind requires magic points. The cost is: 


1 + double the level of the spell being cast 


Spell Level MP Cost 
1 3) 
2 5 
3 7 
4 9 
5 11 
6 13 
7 15 
8 17 
9 19 


The DC for saving throws to resist a caster’s spell is: 
8 + MIND bonus + proficiency bonus 


mM lle 


OPTIONAL RULES 

¢ Blood Magic: Instead of having MP equal to 
their HP, a caster has MP equal to half their HP. 
In addition, a caster may choose convert their 
HP to MP at arate of 2 HP per 1 MP. 

¢ Ritual Casting: A caster may cast any spell 
without expending MP if they take an additional 
10 minutes casting the spell. 


————— OO 
CANTRIPS 


A caster starts with knowledge of [MIND bonus] cantrips, 
which may be any combination of damaging and utility 
cantrips. A cantrip is a spell that can be cast again and again 
without any MP cost. 


DAMAGING CANTRIPS 

You may make a damaging cantrip using the table below - a 
damaging cantrip may add up to at most 9 points and must 
have a range, damage and method. At levels 5, 11 and 17 they 
do an additional dice of damage. (If a cantrip has separate 
beams, instead of additional dice of damage at these levels, 
you get an additional beam which can target separate 
creatures.) 


Additional Effects 
1 Touch 1d4 Magic Attack Seperate beams 


Points Range Damage Method 


2 10° 1d6 DEX save Pull 10' closer to you 
3 30' 1d8 MIND save 

4  60' 1d10 

5 120° 1d12 


Optional Rule (Damage Type): In addition to the 
effects mentioned on the table, choose any one 
damage type your cantrip qualifies for based on its 
range: 


¢ Touch: Lightning (Advantage if target wearing 
metal armor) 

10 ft or less: Poison 

30 ft or less: Piercing 

60 ft or less: Radiant, Psychic, Acid 

120 ft or less: Necrotic, Force, Fire 
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UTILITY CANTRIPS 
Instead of damaging cantrips, you may choose one of the 
following utility cantrips: 


Prestidigitation: Perform minor tricks for 1 hour. 

Ghost Sound: Figment sounds for 1 minute. 

Mage Hand: 5-pound telekinesis. Lasts until concentration 
ends. 

Light: Object shines like a torch for 1 hour. 

Guidance: Subject gets +1d4 on one skill check. Lasts for 
one minute or until discharged. 

Resistance: Subject gets +1d4 on one saving throw. Lasts for 
one minute or until discharged. 


COMBAT 


Hit Points = (1d8 + STR bonus)/Level If HP reaches 0, 
unconscious and near death. Every round, make unmodified 
d20 rolls to avoid death. DC 10, must get three successes 
before three failures. 


Roll d20 + DEX bonus for initiative order. Everyone can move 
(30 ft.) and perform an action each turn. Actions include: 
additional movement (dashing), casting a spell and attacking. 
In addition, a single bonus action may be taken if granted by a 
class feature, spell or other ability. 


Melee attack bonus = STR bonus + proficiency bonus 
Missile attack bonus = DEX bonus + proficiency bonus 
Magic attack bonus = MIND bonus + proficiency bonus 


Add attack bonus to d20 roll If equal to or higher than your 
opponent's Armour Class (AC), it's a hit. Natural 20 is 
automatically a critical hit doing double damage. 


Add STR bonus to melee damage, and DEX bonus to missile 
damage. 


Armour Class (AC) = 10 + Armour bonus + (DEX bonus). 
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OPTIONAL RULES 


e Finesse: Fighters and Rogues can use DEX 
bonus + proficiency bonus as Melee attack 
bonus and damage instead if wielding a light 
weapon. 

¢ Dual Wielding: Fighters and Rogues can wield 2 
light weapons and may use an action to attack 
with their main weapon, and a bonus action to 
attack with their offhand weapon. Don’t add 
your ability modifier to the damage on the 
second weapon. 

¢ Great Weapon Fighting: When a Fighter or 
Rogue is wielding a two-handed weapon, they 
may re-roll 1 and 2 results on their damage 
dice, but you must use the new roll. 


a n 


NATURAL HEALING 
Characters have rest dice equal to their level 
A short rest is one hour long, and a character may spend rest 


dice to regain 1d8 + STR bonus hit points per dice. Casters 
regain [double level] magic points on a short rest. 


A long rest is 8 hours long. A character regains all hit points 
and magic points, and half of their total rest dice. Casters 
regain all magic points on a long rest. 


IMPROVISED HAZARDS AND TRAPS 


Use the below information to improvise damage for things 
like being pushed into a campfire or falling into lava. 


Examples: 


e 3d6 - being pushed into a campfire, falling 30 feet 
e 6d6 - suffering a cave-in, falling 60 feet 
e 28d6 - falling into lava 


Character Level Minor Major Deadly 
1-4 2d6 3d6 6d6 

5-10 3d6 6d6 16d6 
11-16 6d6 16d6 28d6 
17-20 16d6 28d6 38d6 


ADVANCEMENT 


After every encounter, add up the Challenge Rating (CR) of 
every monster, trap, etc. that was overcome. When the total = 
10 x your current level, you’ve advanced to the next level 
Reset the total to 0 after advancing. 


Hit Points: 1d8 + STR bonus per level 


Proficiency Bonus: 1-4: +2; 5-8: +3; 10-12: +4; 13-16: +5; 17- 
20: +6 


Ability Score Increases (Casters): 4, 8, 12, 16, 19 
Ability Score Increases (Non-Casters): 4, 8, 10, 12, 16, 19 


When a character receives an ability score increase, they 
either gain +2 to one stat or +1 to two stats (max 20.) 


BESTIARY 


Skills and Saving Throws: Treat a monster's bonus for all 
skills and saving throws as their attack bonus. Alternatively, 
assign stats to taste and use stat bonus + (proficiency bonus) 
as their skill bonus. 


STATBLOCK EXPLANATION 


HD: hit dice, hp: hit points, CR: (Challenge Rating) a monster 
of challenge rating X, should be a decent challenge for a four 
person party of level X, attack name +X/+Xj...: perform 
attack name multiple times using +X as attack bonus, 
(damage [average damage], effect name saving throw 
[effect]), special attack name saving throw 
(damage/effect), save halves: does half damage ona 
successful save. 


Animal, small [eg Weasel] (CR 0): HD 1d4+1 (3 hp), AC 10, 
bite +2 ([1}) 


Ankheg (CR 2): HD 6d10+6 (39 hp), AC 14, bite +5 
(2d6+3, acid 1d6 [12]) or acid spray DC 13 DEX (3d6 
[10], save halves) 


Bugbear (CR 1): HD 5d8+5 (27 hp), AC 16, morningstar 
+4 (2d8+2 [11]) or javelin +4 (1d6+2 [5]) 


Choker (CR 1/2): HD 3d6+3 (13 hp), AC 15, tentacle +4 
(1d6+3 [5], grappled [escape DC 14]) or constrict +4 
(1d8+2 [6]) 


Deinonychus (Raptor) (CR 1): HD 3d8+3 (17 hp), AC 15, 
claw +4/+4 (1d8+1 [6]) 


Dire Rat (CR 1/8): HD 2d6 (7 hp), AC 12, bite +4 (1d4+2 
[4]) 


Earth Elemental (CR 5): HD 12d10+60 (126 hp), AC 17, 
slam +8/+8 (2d8+5 [14]), damage resistance (half 
damage from non-magical weapons) 


Gargoyle (CR 2): HD 7d8+21 (52 hp), AC 15, claws +4/+4 
(1d6+2 [5]), damage resistance (half damage from non- 
magical weapons) 


Gelatinous Cube (CR 2): HD 8d10+40 (84 hp). AC 6, 
engulf DC 12 DEX (3d6 [10], trapped and suffocating 
taking 6d6 [21]/turn), transparent (requires DC 15 MIND 
+ Subterfuge bonus to see) 


Goblin (CR 1/4): HD 2d6 (7 hp), AC 15, scimitar +4 
(1d6+2 [5]) or shortbow +4 (1d6+2 [5]) 


Griffon (CR 2): HD 7d10+21 (59 hp), AC 12, claws +6/+6 
(2d6+3 [10]) 


Hell Hound (CR 3): HD 7d8+14 (45 hp), AC 15, bite +5 
(1d8+3, fire 2d6 [14]) or fire breath DC 12 DEX (6d6 
[21], save halves) 


Hill Giant (CR 5): HD 10d12+40 (105 hp), AC 13, 
greatclub +8/+8 (3d8+5 [18]) or rock +8 (3d10+5 [21]) 


Hobgoblin (CR 1/2): HD 2d8+2 (11 hp), AC 18, 
longsword +3 (1d8+8 [12]) or longbow +3 (1d8+8 [12]) 


Human Commoner (CR 0): HD 1d8 (4 hp), AC 10, club +2 
(1d4 [2]) 


Insect, small [eg Spider] (CR 0): HD 1d4-1 (1 hp), AC 12, 
bite +4 ([1], poison DC 9 STR 1d4 [2]) 


Kobold (CR 1/8): HD 2d6-2 (5 hp), AC 12, dagger +6 
(1d4+2 [4]) or sling +6 (1d4+2 [4]) 


Ogre (CR 2): HD 7d10+21 (59 hp), AC 11, greatclub +6 
(2d8+4 [13]) or javelin +6 (2d6+4 [11]) 


Orc (CR 1/2): HD 2d8+6 (15 hp), AC 13, greataxe +5 
(1d12+3 [9]) or javelin +5 (1d6+3 [6]) 


Owlbear (CR 3): HD 7d10+21 (59 hp), AC 13, claws 
+7/+7 (2d8+3 [12]) 


Rust Monster (CR 1/2): HD 5d8+5 (27 hp), AC 14, bite +3 
(1d8+1 [5], rust DC 11 DEX) 


Shadow (CR 1/2): HD 3d8+3 (16 hp), AC 12, strength 
drain +4 (2d6+2 [9], -1d4 STR), damage resistance (half 
damage from non-magical weapons) 


Skeleton (CR 1/4): HD 2d8+4 (13 hp), AC 13, shortsword 
+4 (1d6+2 [5]) or shortbow +4 (1d6+2 [5]) 


Stirge (CR 1/8): HD 1d4 (2 hp), AC 14, blood drain +5 
(1d4+3 [5], attach [5 dmg/turn]) 


Stone Golem (CR 10): HD 17d10+85 (178 hp), AC 17, 
slam +10/+10 (3d8+6 [19]) or slow DC 17 MIND save 
(speed halved, one attack a turn), damage immunity (only 
hurt by adamantine weapons or magic) 


Troll (CR 5): HD 8d10+40 (84 hp), AC 15, claw +7/+7/+7 
(2d6+3 [10]), regenerate (+10 hp/turn, acid/fire negate) 


Vampire Spawn (CR 5): HD 16d8+48 (120 hp), AC 15, 
bite +6/+6 (2d6+3 [10], life absorb DC 15 STR [reduce 
max HP by dmg taken, increase own HP by half dmg}), 
damage resistance (half damage from non-magical 
weapons), vampire weaknesses (cause 20 dmg/turn) 


Werewolf (hybrid form) (CR 3): HD 9d8+18 (58 hp), AC 
12, bite +4/+4 (1d8+2 [6], lycanthropy DC 12 STR), 
damage immunity (only hurt by silver weapons or magic) 


Wight (CR 3): HD 6d8+18 (45 hp), AC 14, slam +4/+4 
(1d6+2 [5], life drain DC 13 STR [reduce max HP by dmg 
taken]) or longbow +4/+4 (1d8+2 [6]) 


Wolf (CR 1/4): HD 2d8+2 (11 hp), AC 13, bite +4 (2d4+2 
[7], knock prone DC 11 STR) 


Wyvern (CR 6): HD 13d10+39 (110 hp), AC 13, stinger 
a +7 (2d6+4 [11], poison DC 14 STR [24 dmg, save 
alves]) 


Zombie (CR 1/4): HD 3d8+9 (22 hp), AC 8, slam +3 
(1d6+1 [4]), undead fortitude (instead of dying, zombie 
lives on a DC [5+dmg just taken] STR save) 


EQUIPMENT 
CURRENCY 


The most common coin is the gold piece (gp). A gold piece is 


worth 10 silver pieces (sp). Each silver piece is worth 10 
copper pieces (cp). A platinum piece (pp) is worth 10 gp. 


Exchange cp sp gp pp 
Copper piece 1 1/10 1/100 1/1,000 
Silver piece 10 1 1/10 1/100 
Gold piece 100 10 1 1/10 
Platinum piece 1,000 100 10 1 
ARMOR 


The cost of armor equals AC bonus times 5, squared. 


e Light Armor: +1, +2 add DEX bonus 

e Medium Armor: +3, + 4, +5 add DEX bonus (max 2) 

e Heavy Armor: +6, +7, +8 no DEX bonus, disadvantage on 
Subterfuge checks involving stealth 


e Shield (10 gp): +2 


Barding for horses costs 4 times as much as human armor, 
and weighs twice as much. 


WEAPONS 


Either use weapons from the Basic Rules of Fifth Edition, or 


use the table below to improvise weapons. 


WEAPON DAMAGE BY CLAss (WEAPON Cost) 
Light  1-handed 2-handed Ranged 


Class (2gp) (10 gp) (40 gp) (*) 
Fighter 1d8 1d10 1d12 1d8 
Rogue 1d6 1d3 2d6 1d3 
Mage 1d4 1d6 1d8 1d6 
Cleric 1d4 1d6 1d10 1d6 


+ Ranged weapon cost: 50 gp (ammunition-based weapon), 
1 gp (20 ammunition) / 1 gp (thrown weapon) 


OTHER EQUIPMENT 


To figure out a reasonable price for equipment use the 
following table (for example, a bedroll would cost 10 gp, 
since it’s two syllables): 


Kind of Item Cost 
Common Items 1 cp x number of syllables 
Adventuring/Camping Gear 5 gp x number of syllables 


Specialist Tools, Animals 10 gp x number of 


syllables 
Luxury Items 25 gp x number of 
syllables 
Lethal items, Dangerous 100 gp x number of 
Animals syllables 
Fast Packs 


Choose a pack, or roll 1d6 to select one randomly. 


e Pack A (1-2): backpack, belt pouch, bedroll, hooded 
lantern, 10 oil flasks, flint & steel, shovel, 2 sets of 
caltrops, signal whistle, waterskin, iron rations (4 days) 

¢ Pack B (3-4): backpack, belt pouch, bedroll, 10 torches, 4 
oil flasks, flint & steel, 10 pieces of chalk, 10’ pole, mirror, 
crowbar, waterskin, iron rations (4 days) 

e Pack C (5-6): backpack, belt pouch, bedroll, tent, 10 
torches, 5 oil flasks, flint & steel, 50’ rope, grappling hook, 
10’ pole, waterskin, iron rations (4 days) 


GM ADVICE: WHEN IN 
DOUBT... REMEMBER 


Whenever the players want to try something that goes 
around, through, or above and beyond the rules as written, 
you can always use the “GM's Friend”... the 50% chance. 
Have them roll whatever check seems most appropriate. 

A roll of 1-10 is a failure, a roll of 11-20 is a success. If you 
feel that the situation warrants that you favor them, assign 
advantage to their roll. If the situation determines that they be 
hindered, then assign disadvantage. 


APPENDIX A: ADDITIONAL 
COMBAT OPTIONS 


The combat system of M20 Fifth is designed to be as simple 
and streamlined as possible, but if more complexity is desired 
the following options are offered: 


e Surprise: If a creature fails to perceive (MIND + Sub) 
another creature hiding (DEX + Sub) before a battle, they 
start combat surprised. A surprised creature is unable to 
move, take actions or reactions until the first round of 
combat is finished. 

e Reactions: A character can make one reaction per round 
when it is not their turn. Typical reactions include: 

¢ Opportunity Attacks: When an opponent tries to 
leave your reach without taking the Disengage 
action (see below), you may make a single attack 
against them. 

e Cast Certain Spells: Spells like Feather Fall from 
Appendix B or Counterspell from the Fifth Edition 
Basic Rules can be cast as a reaction instead of an 
action. 

e Disengage: A character may take a disengage action in 
order to safely retreat without provoking an opportunity 
attack from opponents. 

© Dodge: A character may take a dodge action, granting 
disadvantage on all attacks until their next turn. 

e Ready an Action: Instead of acting on your turn, you may 
ready an action. Readying an action delays your action 
until you use a reaction to trigger it later in the round. 

e Knocking a Creature Out: When an attacker reduces a 
foe to 0 hit points with a melee attack, the attacker may 
choose to knock the creature out instead of dealing a 
lethal blow. 

e Maneuvers: Maneuvers are special actions that a 
character can take instead of just attacking. The most 
common maneuvers are: 

¢ Grappling: Against a target no more than twice 
your height, you may replace one attack with a 
grapple. Make a STR + Phys roll opposed by an 
opponent’s STR + Phys or DEX + Phys roll (their 
choice). If you succeed, the opponent is grappled, 
reducing their speed to 0, and your speed to half. 
Escaping the grapple requires an action and 
another set of opposed rolls. 

e Shove: You may shove a creature in order to knock 
them prone (adv. for melee, disadv. for ranged, half 
of movement to stand up), or push them away from 
you. Make a STR + Phys roll opposed by an 
opponent’s STR + Phys or DEX + Phys roll (their 
choice). 

e Cover: Cover adds to the AC and DEX saves of a creature, 
as follows: 

e Half Cover: +2 

e 3/4 Cover: +5 

e Full Cover: untargetable by attacks and (most) 
spells 


APPENDIX B: SPELL LISTS 


Saving Throws and Scaling: Unless a spell specifically 
mentions using a spell attack or not granting a saving throw, 
the target of a spell may resist by making an appropriate 
STR/DEX/MIND save. If a spell does damage, then 
successfully saving causes that spell to do half the damage it 
would have. 

Many spells end with something like “+Xd6 per spell level 
above Yth.” What this means is that the spell is Yth level spell, 
but if it is cast in a (Y+1)th level spell slot or higher it has 
some sort of scaling effect. 


ARCANE SPELLS 


1ST-LEVEL ARCANE SPELLS 

e Charm Person: Makes one person your friend for 1 hour. 

e Feather Fall: 5 creatures fall slowly for 1 minute or until 
landing. 

¢ Floating Disk: Creates 3-ft-diameter horizontal disk that 
holds 500 Ib. and lasts for 1 hour. 

¢ Mage Armor: Gives subject AC of 13 + DEX for 8 hours. 

e Magic Missile: No saving throw; Launches three magic 
darts each dealing 1d4+1 damage; +1 missile per spell 
level above 1st. 

e Sleep: Puts 5 HD of creatures into magical slumber for 1 
min. +2HD of creatures for every spell level above 1st. 


2ND-LEVEL ARCANE SPELLS 

e Acid Arrow: Ranged spell attack; 4d4 damage 
immediately, 2d4 at end of next turn; +1d4 immediately 
and +1d4 at the end of next turn per spell level above 2nd. 

e Flaming Sphere: Creates rolling ball of fire controlled 
with a bonus action, 2d6 damage, lasts 1 minute; + 1d6 
per spell level above 2nd. 

¢ Invisibility: Subject is invisible for 1 hour (concentration) 
or until it attacks. 

e Knock: Opens locked or magically sealed door. 

e Levitate: Subject moves up and down at your direction for 
10 minutes (concentration.) 

e Spider Climb: Grants ability to walk on walls and ceilings 
for 1 hour (concentration.) 


3RD-LEVEL ARCANE SPELLS 

e Clairvoyance: Hear or see at a distance for 10 minutes 
(concentration.) 

¢ Dispel Magic: Cancels magical spells and effects. 

e Fireball: 8d6 damage, 20-ft. Radius; +1d6 damage per 
spell level above 3rd. 

e Fly: Subject flies at speed of 60 ft. for 10 minutes 
(concentration.) +1 target per spell level above 3rd. 

¢ Vampiric Touch: For 1 minute (concentration), caster’s 
touch, deals 3d6 damage on a successful melee spell 
attack; caster gains half damage as hp; +1d6 per spell level 
above 3rd. 

e Animate Dead: Create undead skeleton or zombie from a 
corpse, controlled as bonus action; +2 undead per spell 
level above 3rd level. 


4TH-LEVEL ARCANE SPELLS 
e Arcane Eye: See through invisible floating eye that moves 
30 ft./round for 1 hour (concentration.) 


Black Tentacles: Tentacles grapple all within 20 ft. spread 
for 1 minute (concentration), dealing 3d6 damage per 
round. 

Dimension Door: Teleports you short distance. 

Ice Storm: Summons a 20 foot radius ice storm that 
deals 6d8 damage, and halves movement for one round. 
+1d8 damage per spell level above 4th. 

Polymorph: Gives one creature a new form for 1 hour 
(concentration.) 

Stoneskin: Take half damage from nonmagical attacks. 
Lasts 1 hour (concentration.) 


5TH-LEVEL ARCANE SPELLS 


Cloudkill: Deals 5d8 damage to 20-foot-radius; +1d8 per 
spell level above 5th. Lasts 10 minutes (concentration) 
Contact Other Plane: Lets you ask five questions of 
extraplanar entity. 

Geas: Commands any creature, binding it to a specific 
task. Lasts for 1 day/level or until discharged. 

Hold Monster: Paralyze target creature for 1 minute 
(concentration.) +1 target per spell level above 5th. 
Passwall: Creates passage through wood or stone wall for 
1 hour. 

Teleportation Circle: Creates a temporary portal that 
leads to a permanent teleportation circle on the same 
plane. 


6TH-LEVEL ARCANE SPELLS 


Chain Lightning: A lightning bolt leaps through four 
nearby targets, doing 10d8 damage; +1 target per spell 
level above 6th. 

Contingency: Sets trigger condition for another spell. 
Lasts for 10 days or until discharged. 

Disintegrate: Deals 10d6 + 40 damage, if target is 
reduced to 0 hp it is disintegrated; +3d6 damage per spell 
level above 6th. 

Irresistible Dance: Forces subject to dance for 1d4+1 
rounds. 

Sunbeam: For 1 minute (concentration), a 60 foot beam 
deals 6d8 damage per round, and blinds victims. 

True Seeing: Lets you see all things as they really are for 
1 hour. 


7TH-LEVEL ARCANE SPELLS 


Delayed Blast Fireball: 12d6 damage; you can postpone 
blast for 5 rounds (concentration); +1d6 per spell level 
above 7th. 

Etherealness: Travel to Ethereal Plane for 8 hours. +3 
companions per spell level above 7th. 

Finger of Death: Target takes 7d8 + 30 damage. If target 
is killed by spell, they rise the next turn as a zombie under 
your control. 

Plane Shift: As many as eight subjects travel to another 
plane. 

Reverse Gravity: Reverses gravity in a 50 ft. radius for 1 
minute (concentration.) 

Teleport: Instantly transports you and up to eight 
creatures as far as 100 miles/level 


8TH-LEVEL ARCANE SPELLS 


Antimagic Field: Negates magic within 10 ft. for 1 hour 
(concentration.) 

Clone: Duplicate awakens when original dies. 
Feeblemind: Subject’s MIND score drops to 1 and they 
take 4d6 damage. 


Horrid Wilting: Deals 10d6 damage within 30 ft. 
Incendiary Cloud: Cloud deals 10d6 damage/round for 1 
minute (concentration.) 

Power Word Stun: Stuns creature with 150 hp or less for 
2d4 rounds. 


9TH-LEVEL ARCANE SPELLS 


Astral Projection: Projects you and companions onto 
Astral Plane. 

Gate: Connects two planes for travel or summoning. Open 
for 1 round/level. 

Meteor Swarm: Four exploding spheres each deal 40d6 
damage. 

Power Word Kill: Kills one creature with 100 hp or less. 
Time Stop: Time slows down allowing you to take 1d4+1 
turns in a row. 

Weird: Fearsome illusion deals 4d10 damage/round to 
subjects in 30 ft. radius. 


DIVINE SPELLS 
1ST-LEVEL DIVINE SPELLS 


Bless: 3 allies can add 1d4 on every attack roll or saving 
throw for one minute (concentration.) +1 ally for every 
spell level above 1st. 

Create or Destroy Water: Create/destroy 10 gallons of 
water in open container; or create rain/destroy fog in 30-ft 
cube; +2 gallons/+5 cubic feet per spell level above 1st. 
Cure Wounds: One creature healed 1d8 + MIND modifier 
HP; +1d8 HP for every spell level above 1st. 

Detect Magic: Know presence of magic within 30 ft for 
10 minutes (concentration.) An action can be used to see 
aura and determine what kind of magic it is. 

Inflict Wounds: Spell attack; 3d10 damage; +1d10 
damage per spell level above 1st. 

Shield of Faith: One creature gains +2 AC bonus for 10 
minutes (concentration.) 


2ND-LEVEL DIVINE SPELLS 


Aid: 3 allies increase HP and max HP by 5 for 8 hours; +5 
HP/max HP for every spell level above 2nd. 

Enhance Ability: 1 ally gains advantage on ability checks 
of your choice for 1 hour (concentration.) +1 ally for every 
spell level above 2nd. 

Gentle Repose: Preserves one corpse. 

Hold Person: 1 humanoid is paralyzed for 1 minute 
(concentration.) +1 humanoid for every spell level above 
2nd. 

Lesser Restoration: Cure disease or end blindness, 
deafness, paralysis, or poison. 

Protection from Poison: One creature is cured of poison, 
and for one hour takes half damage from poison damage 
and has advantage on saving throws against being 
poisoned. 


3RD-LEVEL DIVINE SPELLS 


Clairvoyance: See or hear a familiar place for 10 minutes 
(concentration.) 

Create Food and Water: Feeds fifteen humanoids (or five 
horses). 
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Dispel Magic: Automatically dispel spells of 3rd level or 
lower, or higher level spells with DC 10 + spell’s level +1 
spell level automatically dispelled for every spell level 
above 3rd. 

Revivify: Restore 1 HP to someone who was dead for less 
than a minute. 

Speak with Dead: Corpse answers five questions. 
Tongues: One creature speaks any language for 1 hour. 


4TH-LEVEL DIVINE SPELLS 


Banishment: Banishes 1 creature back to its home plane 
(if extraplanar) or a harmless demiplane (if native) for 1 
min. (concentration.) Extraplanar creature is permanently 
banished if spell lasts full minute. +1 creature for every 
spell level above 4th. 

Death Ward: The next time creature drops to 0 HP, it 
drops to 1 HP instead. 

Divination: You ask your god one question about a 
specific goal, event or activity to occur within the next 7 
days and receive a truthful reply in the form of a short 
phrase, cryptic rhyme or an omen. 

Freedom of Movement: Subject moves normally despite 
impediments for 1 hour. 

Locate Creature: Learn direction to closest named or 
described kind or specific creature within 1000 ft. for 1 
hour (concentration.) 

Stone Shape: Form 5 cubic feet of stone into any shape. 


5TH-LEVEL DIVINE SPELLS 


Commune: Deity answers three yes-or-no questions. 
Flame Strike: All creatures in a 10 ft. radius take 8d6 
damage. +1d6 damage for every spell level above 5th. 
Geas: Commands any creature, binding it to perform a 
specific task for 30 days or take 5d10 damage. x10 
duration for every spell level above 5th. 

Greater Restoration: Reduce exhaustion or end charm, 
petrify, curse, stat or max HP reduction. 

Mass Cure Wounds: 6 creatures within 30-ft rad heal 
3d8+spellcasting ability modifier in HP. +1d8 for every 
spell level above 5th. 

Raise Dead: Restore 1 HP to someone who was dead for 
less than 10 days. 


6TH-LEVEL DIVINE SPELLS 


Forbiddance: No planar travel in a 40,000 sq ft. radius 
may take place. In addition creatures of a specified type 
(celestial, elemental, fey, fiend, undead) take take 5d10 
damage when entering area or starting turn in it. 

Harm: Deals 14d6 damage to target. 

Heal: Cures 70 HP all diseases, blindness and deafness. 
+10 HP for every spell level above 6th. 

Heroes’ Feast: Food for 13 creatures bestows +2d10 HP 
and max HP, cures disease and poison, grants immunity to 
poison and frightened, and grants advantage on MIND 
saves. Lasts for 1 day. 

True Seeing: Lets you see all things as they really are for 
1 hour. 

Word of Recall: Teleports you and 5 allies to the church 
or temple of your deity that you most recently visited. 


7TH-LEVEL DIVINE SPELLS 


Divine Word: All enemies in earshot are banished to their 
home plane (if extraplanar), or suffer an effect dependent 
upon their current HP (50- HP, deafened for [50 minus 
current HP] minutes; 30- HP, blinded, deafened and 
stunned 1 hour; 20- HP, killed instantly.) 

Etherealness: 1 creature becomes ethereal. +1 creature 
for every spell level above 7th. 

Fire Storm: In ten 10-ft. Cubes all creatures take 7d10 
fire damage.Unattended objects catch fire. 

Plane Shift:You and 8 willing creatures teleport to 
another plane. Alternatively, on a spell attack a hostile 
creature is teleported to the plane of your choice. 
Regenerate: Subject’s severed limbs grow back, and 
regenerates 4d8 + 15 HP per round for 1 hour. 
Resurrection: Restore 1 HP to someone who was dead 
for less than a century. 


8TH-LEVEL DIVINE SPELLS 


Antimagic Field: Negates magic within 10 ft. for 1 hour 
(concentration.) 

Control Weather: Change current weather for 8 hours 
(concentration.) 

Earthquake: Cause an earthquake in a 100-ft radius, 
damaging structures and creating dangerous fissures. If 
any large structure falls, it causes 5d6 bludgeoning 
damage. 

Holy Aura: In a 30 ft. radius, allies have advantage on 
saving throws, enemies have disadvantage on attacks and 
fiends and undead are blinded. 


9TH-LEVEL DIVINE SPELLS 


Astral Projection: Projects you and 8 companions onto 
Astral Plane. 

Gate: Connects two planes for travel or summoning. Open 
for 1 minute (concentration.) 

Mass Heal: Heal up to 700 hp to any creatures in range 
(divided to taste); also cured of all diseases, blindness and 
deafness. 

True Resurrection: Resurrects a creature, that has died 
in last 200 years, with new body. 


APPENDIX C: WORDS OF 
POWER SPELL SYSTEM 


All magic requires saying two words of power: an action and 
a realm. Every 1st level caster starts out knowing three words 
of power, but must know at least one action and one realm. 
They learn new Words of Power every three levels (3, 6, 9, 
etc.) 


Ma lle 


OPTIONAL RULES 

* White and Black Magic: Clerics draw their power 
from white magic, and may not use their magic 
to directly harm an individual. Mages draw their 
power from black magic and may not directly 
heal an individual. 

e Elemental Specialization: At the start of a day, a 
caster who knows the Energy realm must 
choose one particular type of damage (acid, fire, 
etc.) For that day, they may only use the Energy 
realm with relation to that type of damage. 
Alternatively, make a caster choose a damage 
type upon learning Energy - their magic is only 
capable of interacting with that type of energy. 
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THE Four ACTIONS 


e Enhance (augeo): Strengthen, Heal, Enlarge, Repair, 
Sharpen, etc. 

¢ Diminish (infirmo): Weaken, Damage, Injure, Reduce, 
Break, Dull, Deteriorate, etc. 

¢ Communicate With (defero): Sense, Read, Seek, Inform, 
Determine, Understand, etc. 

¢ Control (tempero): Shape, Hold, Command, Form, Direct, 
Dictate, etc. (Control can only be learned after all other 
actions have been learned.) 


THE FIVE REALMS 


e Body (corpus): Bodies of living things, plants. 

e Mind (mentus): The thinking, feeling and conscious part 
of an entity. 

e Spirit (animus): Essence or soul. (Spirit can only be 
learned after you have at least three Realms and three 
Actions.) 

e Energy (navitas): Fire, liquid water, air, magic, electricity, 
and (optionally) time. 

e Matter (materia): Solid, mindless material like stone, ice, 
metal, wood, leather, paper, etc. 


If the caster is just trying to damage another creature, the 
caster makes a magic attack vs. AC. Otherwise, the creature 
must make a saving throw vs. the caster’s spell DC. (The 
appropriate saving throw is decided by the GM. For example, 
dodging a fireball might be DEX, while resisting the effects of 
mind control might be MIND.) 


Damage and healing starts at 3d6 at spell level 1, and 
increases by 3d6 every spell level. 


For other effects besides simple damage and healing, roll 
damage starting at 2d6 at spell level 1, and increasing by 2d6 
every spell level. 


e Ifthe target fails their saving throw, and their current HP 
is less than the damage rolled, they are instantly affected 
by the spell but take no damage. 

e Ifthe target fails their saving throw, and their current HP 
is greater than the damage rolled then they take the 
damage rolled but are not affected by the spell. 

e Ifthe target succeeds on their saving throw, they take half 
the damage rolled. 


Positive effects used on willing targets bypass the need for 
saving throws, and immediately take effect. A creature can 
only be transformed into something of equal or lesser 
CR/level to themselves. 


Duration: Spells that affect inanimate objects are generally 
permanent; an enlarged pebble will stay large, a broken belt 
will stay mended. Magically created fires, etc, will die down 
naturally. Living creatures will remain affected by a spell for 1 
round per spell level of the spell that affected them. A caster 
may concentrate on a spell in order to keep the spell active 
longer. While concentrating, a caster may not cast any spells 
besides simple damage and healing spells or cantrips. 


APPENDIX D: MAGIC ITEMS 


To quickly make magic items, decide between a spell item 
which reproduces a spell from Appendices B or C, or a bonus 
item which provides a +1 to +3 bonus to attack and damage 
rolls (weapons), or AC (armor and shields.) All bonus items, 
and some spell items require attunement slots, which each 
character has 3 of. 


There are three kinds of spell items: 


e Consumables: Single use items such as potions or 
scrolls. 

e Renewable use (Attunement): Contains charges that 
renew daily. Usually 3 charges a day, or 4 hours of effect 
per day. 

e Constant use (Attunement): Provides a continuous effect. 


Use the following guidelines when distributing items or 
estimating their price should the party try to sell them: 


Minimum Spell 
Rarity Level Valuet+ Levels Armor Weapon 
Common Ist 100 gp Cantrip,  - - 
Ist 
Uncommon Ist 500 gp 2nd-3rd_— - +1 
Rare 5th 5000gp 4th-5th +1 +2 
Very Rare 11th 50000 6th-8th +2 +3 
BP 
Legendary 17th 500,000 9th +3 - 
gp 


+ Divide by 2 for renewable use, and 10 for consumables. 


APPENDIX E: QUICK AND 
DIRTY MONSTERS 


To make monsters on the fly, use the below rules: 


1. Choose monster’s Challenge Rating. 

e HP=(5 x CR)d8 or 20x CR 

e AC= 12+ prof. bonus (max 19) 

e Save DC= 12 + prof. bonus 

e DPR (Damage Per Round)= 8 + (6 x CR) 

e Atk. Bonus= 3 + prof. bonus 

e Prof. Bonus= Treat CR as level, and use proficiency 
bonus indicated in Advancement. 

2. Adjust offensive (save DC, DPR, atk. bonus) and defensive 
stats (AC, HP) as desired. Treat the monster as having a 
higher CR for offensive or defensive stats. For every one 
CR you move up, you should move down one CR in the 
opposite kind of stat. 

3. Choose a monster template. (“X DPR dmg”, means “do X 
times DPR damage”.) 

e Aberration: multiattack (two tentacles), tentacle 
(0.5 DPR dmg, STR save or paralyzed. If target is 
paralyzed and damage reduces target to 0 HP, 
target's brain is eaten.) 

e Beast: multiattack (claw and bite), claw (0.5 DPR 
dmg), bite (0.5 DPR dmg) 

e Draconic: breath weapon (DPR dmg, DEX save to 
avoid), bite (0.5 DPR dmg) 

¢ Elemental: smash (0.6 DPR dmg), death throes 
(when creature dies, make STR save or take 0.6 
DPR dmg) 

e Fey: multiattack (two attacks), shillelagh/shortbow 
(0.5 DPR dmg), fey charm (MIND save or become 
friend for 24 hours), invisibility (lasts until it attacks 
or uses fey charm) 

e Fiendish: aura (at start of turn, 0.3 DPR dmg to all 
within 5 feet), trident (0.6 DPR dmg), fireball (0.6 
DPR dmg) 

e Giant: punch (DPR dmg), boulder (DPR dmg) 

¢ Undead: multiattack (life drain and slam), life drain 
(0.4 DPR, STR save or reduce victim's max HP by 
dmg taken), slam (0.5 DPR) 

¢ Vermin: bite/sting (DPR damage, STR save or 
poisoned causing disadvantage on attacks), web/goo 
(DEX save or restrained) 

4. Add any special abilities desired. (e.g. Flight or 
spellcasting.) 

5. Add resistances (half damage from specific source) and 
immunities (not affected by specific source.) If you add 
many resistances or a few immunities, multiply hit points 
by the following values: CR 1-4 (0.5), CR 5-8 (0.7), CR 11- 
16 (0.8) CR 17+ (1) 

e Physical damage types: Slashing, piercing, 
bludgeoning. 

e Magic damage types: acid, fire, cold, poison, 
necrotic, radiant, lightning, psychic, thunder and 
force 

¢ Condition immunities: paralyzed, poisoned, 
charmed, etc. 


APPENDIX F: Boss MONSTERS 


A boss monster can do things that ordinary creatures can't. 
Using its legendary resistance it can treat a failed saving 
throw as a success a certain number of times a day, and using 
its legendary actions it can act at the end of another 
creature’s turn a certain number of times per round. The 
actions it can take in this way are as follows: 


e Costs 1 Action: Make a Single Attack, Move, Cast a 
Cantrip 

¢ Costs 2 Actions: Use a Special Ability, Cast a Spell, 
Multiattack 


To turn an ordinary monster into a boss monster, pick a tier 
below (rounding CR down for initial CR 1/2 and lower): 


Legendary Actions/round Hit Point CR 


Tier and Resistance/day Increase Increase 
Elite 1 +20 +1 
Boss 2 +30 +2 
Legendary 3 +40 +3 
Epic 4 +50 +4 


APPENDIX G: SCALING 
MONSTERS 


To scale monsters from the Bestiary, or the Fifth Edition 
Basic rules, simply determine what you want the new CR to 
be, and then use the below adjustments: 


e Prof. Bonus = Treat CR as level, and use proficiency 
bonus indicated in Advancement. 

e ACR=New CR- Old CR 

e HP=+20 HPxACR 

e DPR=+6 dmg x ACR (remember to split for multiattacks) 

e APB= New Prof. Bonus - Old Prof. Bonus. 

e AC=+APB (max 19) 

e Save DC =+APB 

e Atk. Bonus = +APB 


Deadly abilities: When scaling down creatures with fairly 
deadly abilities, it is also suggested that the severity of the 
condition is reduced. For example a medusa’s petrifying gaze 
might just become a paralyzing gaze for a CR 1 medusa. 

Multiattack: When scaling up, if the DPR increase ever 
(roughly) equals one of a creature’s attacks consider giving 
the creature multiattack instead of just making their single 
attack twice as strong. When scaling down, if the DPR 
decrease ever (roughly) equals one of a creature's attacks, 
consider removing one of their attacks from their multiattack 
(or completely removing multiattack if the creature only has 
two attacks.) 


APPENDIX H: Quick LooT 
‘TABLES 


(Taken from this table by Justin McGuire. Used with permission.) 


Use the below steps to create a treasure horde belonging to a 
large group of creatures, or a single powerful creature. 


1) ROLL 1D6, OR PICK HOARDER TYPE 
1d6 ~—_ Hoard Type Contents 
1 The Sentimental 


The Dilettante 


75 gold, 1 piece of art 
75 gold, 5 gems, 3 pieces of art 
100 gold, 20 gems 


2 
3 The Traveler 
4 100 gold, 12 pieces of art 


The Art Collector/ 
Archaeologist 


5 The Banker 500 gold 
6 The Old Horder 300 gold, 15 gems, 6 pieces of art 


2) MAKE ADJUSTMENTS BASED ON OWNER 


Monsters CR 0-4, commoner families, and simple 
merchants: 


¢ Gems are worth 10 gold (Blue Quartz, Malachite, Tiger 
eye) 

e Art Items are worth 25 gold (bone dice, gold bracelet, 
small mirror) 


Monsters CR 5-10, nobles, and popular businesses: 


e Multiply gold by 10 

e Gems are worth 100 gold (Amber, Coral, Jade) 

e Art Items are worth 250 gold (box of turquoise animal 
figurines, silk robe, silver necklace) 


Monsters CR 11-16, kings, and great wizards: 


e Multiply gold by 100 

¢ Gems are worth 1000 gold (Emerald, Opal, Sapphire) 

e Art Items are worth 2500 gold (gold music box, old 
painting, eyepatch with mock sapphire eye) 


Monsters CR 17+, liches, and old dragons 


e Multiply gold by 1000 

¢ Double the number of gems, and each one is worth 5000 
gold (Diamond, Jacinth, Ruby) 

e Triple the number of art items, and each one is worth 
7500 gold (gold child-sized sarcophagus, jade and gold 
dragonchess set, jeweled gold crown) 


APPENDIX I: RANDOM 
DUNGEON GENERATION 


If you don’t have much time to prepare a dungeon in advance, 
use the following procedure: 


1. Get a sheet of graph paper. (Non-graph paper will doina 
pinch.) 

2. Grab a handful of d6s. 

3. Roll the dice all at once and let them land where they will 
on the paper. (It may help to have a box to keep the dice 
constrained to the paper.) 

4. Everywhere a d6 lands is a room. (Assign room 
dimensions to taste.) The number of exits from that room 
is based on the value of the d6: 

e 1-2: 1 exit; 3-4: 2 exits; 5-6: 3 exits. 

. Add hallways connecting the rooms to taste. 

6. Contents: In order to determine what to fill a room with, 
roll a d6: 

e 1: Empty, 2: Empty save for treasure, 3: Monster, 4: 
Monster and treasure, 5: Trap, 6: Special. 

7. Quest Goal: Roll a d8: 

e 1. Capture, 2. Retrieve, 3. Defeat, 4. Discover, 5. 
Destroy, 6. Escape, 7. Find, 8. Negotiate, 9. Obtain, 
10. Protect, 11. Rescue, 12. Survive 

8. Twists: To keep things interesting roll up 1-3 twists that 
take place in the dungeon. To roll a twist, roll 2d6: 

e 1-2: NPC..., 3. Organization..., 4. Physical Event, 5. 
Emotional Event..., 6. Item... 

e 1:...appears, 2....alters the location, 3....helps the 
party, 4-5. ...hinders the party, 6. ...changes the goal 

9. NPCs: Roll the following for a random NPC. 

e Personality (d8): 1.Cranky, 2. Jock, 3. Lazy, 4. Peppy, 
5.Smug, 6. Snooty, 7. Sweet, 8. Roll twice. 
e Area of Expertise (d4): 1. Communication, 2. 
Subterfuge, 3. Knowledge, 4. Physical 
¢ Social role (d6): 1-3: Productivity, 4-5: Military, 6: 
Sovereignty 
e Motivation (d8): 1. Love, 2. Hate, 3. Greed, 4. 
Ambition, 5. Fear, 6. Need, 7. Idealism, 8. Cynicism 
e Names 
© Male prefix (d12): 1. Alab, 2. And, 3. Bed, 4. 
Dun, 5. Edw, 6. Gond, 7. Mord, 8. Per, 9. Rod, 
10. Theod, 11. Trist, 12. Uth 
° Male suffix (d12): 1. ane, 2. ard, 3. astyr, 4. 
istair, 5. ore, 6. oryan, 7. yctor, 8. yn, 9. ynak, 
10. yrick, 11. yval, 12. ywyr 
e Female prefix (d12): 1. Barb, 2. Bellad, 3. 
Carol, 4. Chryst, 5. El, 6. Elyz, 7. Evel, 8. 
Gwyn, 9. Morg, 10. Vann, 11. Vyct, 12. Ys 
e Female suffix (d12): 1. abyth, 2. anna, 3. ara, 
4. ausa, 5. ayne, 6. olda, 7. ona, 8. orya, 9. yna, 
10. yrrya, 11. yssa, 12. yvyra 
e Nickname (d12): 1. the killer, 2. the 
unwashed, 3. the muse, 4. the red, 5. the 
needy, 6. the geezer, 7. the hunchback, 8. the 
knave, 9. the village idiot, 10. the pauper, 11. 
the mad, 12. of (location) 


un 


APPENDIX J: ADDITIONAL 
CLASSES 


These are additional classes you might consider using in your 
game. They have slightly more complex mechanics than the 
core classes. If using these classes, using Appendix A is also 
recommended. 


BARBARIAN 

Skill and Save Proficiencies: Physical, STR 

Armor Proficiencies: Shield 

Unarmored Defense: Your AC equals 10 + your DEX bonus 
+ your STR bonus. 

Fast Movement: The distance of your move action is 40 ft. 

Multiple Attacks: You gain an additional attack at 5th level. 

Rage Damage: Your rage damage is +2. At 9th level this 
increases to +3, and at 16th to +4. 

Rage: You may enter a 1 minute long feral rage as a bonus 
action, [prof. bonus] times a day. While raging you gain 
advantage on STR-based skill checks and STR saves, you 
add your rage damage to melee attack damage, and you 
gain damage resistance (half damage) to bludgeoning, 
piercing and slashing damage. In addition, you can’t be 
frightened or charmed while raging. At 3rd level, you gain 
the ability to enter an exhausting frenzy, allowing you to 
make attacks as a bonus action for the duration of the rage, 
and upon exiting your rage giving you disadvantage on all 
rolls until you take a long rest. 

Reckless Attack: You can chose to attack recklessly, giving 
you advantage on attacks but giving your opponents 
advantage on attacks against you until the start of your next 
turn. 

Brutal Critical: At 9th level your critical hits do x3 damage 
instead of x2. 

Starting Equipment: one weapon, 10 gp, a fast pack (see 
Equipment) 

Ability Score Increases: As Caster 

Improvised Weapon Damage: As Fighter 


BARD 

Skill and Save Proficiencies: Communication, DEX or 
MIND Saves (pick one) 

Armor Proficiencies: Light Armor, Shields 

Arcane or Divine Spellcasting (choose one): As cleric or 
mage, or pick six Bard spells of any level you can cast from 
the Fifth Edition Basic rules or SRD. 

Bardic Inspiration: [MIND bonus] times per short/long rest, 
your stirring music inspires an ally, who can add a d6 to an 
ability check, skill check or saving throw of their choice 
(before or after the roll) in the next 10 minutes. The die 
becomes a d8 at 5th level, a d10 at 10th level, and a d12 at 
15th level. 

Jack of All Trades: You add half of your proficiency bonus to 
skill checks your are not proficient in. 

Song of Rest: Your soothing music helps revitalize any allies 
who can hear you during a short rest, allowing them to 
regain an extra 1d6 hit points. The die becomes a d8 at 9th 
level, a d10 at 13th level, and a d12 at 17th level. 

Starting Equipment: leather armor (+1 AC light armor), a 
musical instrument, one weapon (and ammunition if 
applicable), 15 gp, a fast pack (see Equipment) 

Ability Score Increases: As Caster 

Improvised Weapon Damage: As Rogue 


DRUID 

Skill and Save Proficiencies: Communication or 
Knowledge (pick one), MIND Saves 

Armor Proficiencies: Medium Armor, Shields (druids will 
not wear armor or use shields made of metal) 

Divine Spellcasting: As cleric, or pick six Druid spells of any 
level you can cast from the Fifth Edition Basic rules or 
SRD. 

Wild Shape: Twice per short/long rest, you can magically 
assume the shape of a beast that you have seen before, 
whose max CR is determined by your level Your game 
statistics (except for MIND) are completely replaced by the 
beast. The transformation lasts until you chose to end it 
with a bonus action, the beast’s HP reaches 0, or [half level, 
rounded down] hours have passed. 


Level Max. CR Limitations Examples 


Ist 0 No flying or swimming speed Weasel 
2nd 1/4 No flying or swimming speed Wolf 

Ath 1/2 No flying speed Crocodile 
8th 1 - Giant Eagle 


Starting Equipment: leather armor (+1 AC light armor), 
wooden shield, mistletoe wand, one weapon (and 
ammunition if applicable), 5 gp, a fast pack (see 
Equipment) 

Ability Score Increases: As Caster 

Improvised Weapon Damage: As Cleric 


MONK 

Skill and Save Proficiencies: Physical or Knowledge (pick 
one), STR or DEX Saves (pick one) 

Armor Proficiencies: None 

Unarmored Defense: Your AC equals 10 + your DEX bonus 
+ your MIND bonus. 

Unarmored Movement: The distance of your move action is 
40 ft. At 6th level it becomes 45 ft., 10th - 50 ft., 14th - 55 
ft., and 18th - 60 ft. In addition, at 9th level you can move 
up vertical surfaces and across liquids without falling as 
long as you are moving. 

Multiple Attacks: You gain an additional attack at 5th level 

Martial Arts: Your unarmed attack does d4 damage, and 
counts as magic for the purposes of bypassing resistances 
and immunities. At 5th this becomes a d6, 11th a d8, and 
17thad10. 

Flurry of Blows: You may use a bonus action to make two 
unarmed strikes. [Half level, rounded down] times per day, 
you may choose to add one of the following effects (DC 8 + 
prof. + MIND bonus to resist) if your attack hits: shove, 
grapple, stun (5th level), death (17th level). 

Honed Body and Mind: Your training provides a number of 
benefits. At 4th level you get Slow Fall, allowing you to use 
a reaction to take no damage from a long fall. At 7th level 
your Stillness of Mind allows you to take an action to end 
a charm or fear effect on yourself. At 14th level your 
Diamond Soul grants you proficiency in every save 
category. 

Starting Equipment: a quarterstaff, 10 darts, 5 gp, a fast 
pack (see Equipment) 


e Ability Score Increases: As Caster 
e Improvised Weapon Damage: As Rogue 


PALADIN 

Skill and Save Proficiencies: Physical or Communication 
(pick one), MIND Saves (pick one) 

Armor Proficiencies: All armor, Shield 

Multiple Attacks: You gain an additional attack at 5th level. 

Partial Divine Spellcasting: As cleric, but with half as many 
magic points and only able to cast spell levels equal to 1/4 
level, rounded up. As an alternative to the divine spell list 
pick six Paladin spells of any level you can cast from the 
Fifth Edition Basic rules or SRD. 

Divine Sense: [MIND bonus + 1] times per short rest, you 
can sense nearby celestials, fiends and undead. 

Divine Smite: When you hit a creature with a melee attack, 
you may expend magic points as if casting a spell to deal 
extra damage to a target. A 1st-level spell does 2d8 
damage, and every spell level above that does an extra 1d8. 
Fiends and undead take an extra 1d8 damage on top of 
that. 

Lay on Hands: Each long rest you get a [5 * level] hit point 
pool of healing power, which you can divide to taste and 
channel into creatures by touching them. 5 hit points from 
the pool can be traded in for the ability to cure one disease 
or poison afflicting a creature. 

Starting Equipment: chain mail (+6 AC heavy armor), shield, 
one weapon (and ammunition if applicable), 25 gp, a fast 
pack (see Equipment) 

Ability Score Increases: As Caster 

Improvised Weapon Damage: As Fighter 


RANGER 

Skill and Save Proficiencies: Physical or Knowledge (pick 
one), STR or DEX Saves (pick one) 

Armor Proficiencies: Medium Armor, Shields 

Multiple Attacks: You gain an additional attack at 5th level. 
At 11th level, you can use your action to make ranged 
attacks against any number of creatures within 10 feet of a 
point you can see within your weapon's range. 

Superiority Dice (SD): A ranger has four superiority dice 
(d8) that can be spent on maneuvers, recovering on a short 
rest. At 9th level the dice become d10s, at 17th d12s. You 
also gain a superiority dice at 9th and 17th level. 

Ranger Maneuvers: You have the ability to spend SD on 
special maneuvers. Save DCs are DC 8 + STR or DEX 
(your choice) + proficiency. For attack maneuvers describe 
a desired outcome (e.g. disarming foe, feinting, goading an 
enemy) while making an attack. If the attack hits, add SD 
to damage and the foe makes an appropriate saving throw 
or the desired outcome happens. For reaction maneuvers 
describe a reaction you are taking (e.g. parry, riposte) and 
the DM rules what you add/subtract your SD to (usually 
AC, attack, damage or enemy health) requiring an 
appropriate saving throw if deemed necessary. 

Primeval Awareness: You can communicate simple ideas 
with animals, and read their basic mood and intent. 

Healing Poultices: Every day you can make [Wisdom bonus] 
herbal poultices, which you can spend a minute applying to 
a creature to heal them [half level, rounded up]d6 hit 
points. Unused poultices expire after the day is over. 

Colossus Slayer: Once per turn, when you hit a creature 
with a weapon attack, you deal an extra 1d8 damage. 


Hunter’s Defense: At 7th level when a creature hits you with 
an attack, you gain +4 bonus to AC against subsequent 
attacks from the same creature until your next turn. At 
15th level, you can use your reaction to halve the damage 
from an attack you can see coming. 

Starting Equipment: scale mail (+4 medium armor), one 
weapon (and ammunition if applicable), 10 gp, a fast pack 
(see Equipment) 

Ability Score Increases: As Caster 

Improvised Weapon Damage: As Fighter 
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OPEN GAME LICENSE 
VERSION 1.0A 


The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 
Wizards of the Coast, Inc (“Wizards”). All Rights Reserved. 

1. Definitions: (a)”Contributors” means the copyright and/or trademark owners who have 
contributed Open Game Content; (b)” Derivative Material” means copyrighted material 
including derivative works and translations (including into other computer languages), 
potation, modification, correction, addition, extension, upgrade, improvement, compilation, 
abridgment or other form in which an existing work may be recast, transformed or adapted; 
(c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display, 
transmit or otherwise distribute; (d)”Open Game Content” means the game mechanic and 
includes the methods, procedures, processes and routines to the extent such content does 
not embody the Product Identity and is an enhancement over the prior art and any 
additional content clearly identified as Open Game Content by the Contributor, and means 
any work covered by this License, including translations and derivative works under 
copyright law, but specifically excludes Product Identity. (e) “Product Identity” means 
product and product line names, logos and identifying marks including trade dress; artifacts; 
creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, 
language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, 
themes and graphic, photographic and other visual or audio representations; names and 
descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses 
and special abilities; places, locations, environments, creatures, equipment, magical or 
supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark 
or registered trademark clearly identified as Product identity by the owner of the Product 
Identity, and which specifically excludes the Open Game Content; (f) “Trademark” means 
the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself 
or its products or the associated products contributed to the Open Game License by the 
Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit, format, modify, 
translate and otherwise create Derivative Material of Open Game Content. (h) “You” or 
“Your” means the licensee in terms of this agreement. Not for resale. Permission granted to 
print or photocopy this document for personal use only. 

2. The License: This License applies to any Open Game Content that contains a notice 
indicating that the Open Game Content may only be Used under and in terms of this 
License. You must affix such a notice to any Open Game Content that you Use. No terms 
may be added to or subtracted from this License except as described by the License itself. 
No other terms or conditions may be applied to any Open Game Content distributed using 
this License. 

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your acceptance 
of the terms of this License. 

4. Grant and Consideration: In consideration for agreeing to use this License, the 
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with the 
exact terms of this License to Use, the Open Game Content. 

5.Representation of Authority to Contribute: If You are contributing original material as 
Open Game Content, You represent that Your Contributions are Your original creation 
and/or You have sufficient rights to grant the rights conveyed by this License. 

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of 
this License to include the exact text of the COPYRIGHT NOTICE of any Open Game 
Content You are copying, modifying or distributing, and You must add the title, the copyright 
date, and the copyright holder’s name to the COPYRIGHT NOTICE of any original Open 
Game Content you Distribute. 

7. Use of Product Identity: You agree not to Use any Product Identity, including as an 
indication as to compatibility, except as expressly licensed in another, independent 
Agreement with the owner of each element of that Product Identity. You agree not to 
indicate compatibility or co-adaptability with any Trademark or Registered Trademark in 
conjunction with a work containing Open Game Content except as expressly licensed in 
another, independent Agreement with the owner of such Trademark or Registered 
Trademark. The use of any Product Identity in Open Game Content does not constitute a 
challenge to the ownership of that Product Identity. The owner of any Product Identity used 
in Open Game Content shall retain all rights, title and interest in and to that Product 
Identity. 

8. Identification: If you distribute Open Game Content You must clearly indicate which 
portions of the work that you are distributing are Open Game Content. 

9. Updating the License: Wizards or its designated Agents may publish updated versions 
of this License. You may use any authorized version of this License to copy, modify and 
distribute any Open Game Content originally distributed under any version of this License. 

10. Copy of this License: You MUST include a copy of this License with every copy of the 
Open Game Content You Distribute. 

11. Use of Contributor Credits: You may not market or advertise the Open Game Content 
using the name of any Contributor unless You have written permission from the Contributor 
to do so. 

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this 
License with respect to some or all of the Open Game Content due to statute, judicial order, 
or governmental regulation then You may not Use any Open Game Material so affected. 

13. Termination: This License will terminate automatically if You fail to comply with all 
terms herein and fail to cure such breach within 30 days of becoming aware of the breach. 
All sublicenses shall survive the termination of this License. 

14. Reformation: If any provision of this License is held to be unenforceable, such 
provision shall be reformed only to the extent necessary to make it enforceable. 

15. COPYRIGHT NOTICE 


Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc. 

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors 
Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, David Noonan, 
Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on 
original material by E. Gary Gygax and Dave Arneson. 

System Reference Document Copyright 2000, Wizards of the Coast, Inc.; Authors 
Jonathan Tweet, Monte Cook, Skip Williams, based on original material by E. Gary 
Gygax and Dave Arneson; 

System Reference Document 5.0. Copyright 2016, Wizards of the Coast, Inc.; Authors 
Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney Thompson, Peter Lee, James 
Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve Townshend, based on 
original material by E. Gary Gygax and Dave Arneson. 
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Microlite20 © 2006; Seth Drebitko, Robin V. Stacey 

Wayfarer M20, Copyright 2011, Wyatt Bury 

Microlite5E, 2015 Chris Sakkas: 
https://grimportents.wordpress.com/2015/01/07/microlite5e-a-trim-hack-of-5e-thats- 


backwards-compatible/ 
A Magical Medieval Society: Western Europe Copyright 2003, Expeditious Retreat Press; 


authors Suzi Yee and Joseph Browning. 

Challenging Challenge Ratings: Immortals Handbook, Copyright 2003, Craig Cochrane. 
Design Parameters: Immortals Handbook, Copyright 2003, Craig Cochrane. 
Encountering Encounter Levels: Immortals Handbook, Copyright 2003, Craig Cochrane. 
Grim Tales, Copyright 2004, Benjamin R. Durbin, published by Bad Axe Games, LLC. 
Heroes of High Favor: Elves. Copyright 2002, Benjamin R. Durbin; published by Bad Axe 
Games, LLC. 

Immortals Handbook, Copyright 2007, Craig Cochrane 

Kim D&D. Copyright 2011. Kim E. Lumbard 
http://www.uges.caltech.edu/~kel/KDD/3.5/Crafting35.shtml 

Modern Player’s Companion, Copyright 2003, The Game Mechanics, Inc.; Author: Stan! 
Modern System Reference Document Copyright 2002, Wizards of the Coast, Inc.; 
Authors Bill Slavicsek, Jeff Grubb, Rich Redman, Charles Ryan, based on material by 
Jonathan Tweet, Monte Cook, Skip Williams, Richard Baker, Peter Adkison, Bruce R. 
Cordell, John Tynes, Andy Collins, and JD Wiker. 

Monster's Handbook Copyright 2002, Fantasy Flight Publishing, Inc. 

Monte Cook Presents: Iron Heroes, Copyright 2005 Monte J. Cook. All rights reserved. 
Monte Cook's Arcana Unearthed, Copyright 2003, Monte J. Cook. All rights reserved 
Mutants and Masterminds Copyright 2002, Green Ronin Publishing. 

Original Spell Name Compendium Copyright 2002 Clark Peterson; based on NPC- 
named spells from the Player's Handbook that were renamed in the System Reference 
Document. The Compendium can be found on the legal page of 
www.necromancergames.com; 

Pathfinder Roleplaying Game Beta playtest edition. Copyright 2008, Paizo Publishing, 
LLC; Author: Jason Bulmahn. 

Pathfinder Roleplaying Game Conversion Guide, Copyright 1009. Paizo Publisihing, 
LLC; Author: Jason Bulmahn 

Poisoncraft: The Dark Art, Copyright 2004, Justin D. Jacobson. 

Spycraft Copyright 2002, Alderac Entertainment Group. 

Swords of Our Fathers Copyright 2003, The Game Mechanics. 

The Book of Experimental Might. Copyright 2008, Malhavoc Press; Author: Monte J. 
Cook. 

Trailblazer, Copyright 2009, Benjamin R. Durbin, published by Bad Axe Games, LLC. 
Ultramodern Firearms d20, Copyright 2002, Charles McManus Ryan. 

Unearthed Arcana Copyright 2004, Wizards of the Coast, Inc.; Andy Collins, Jesse 
Decker, David Noonan, Rich Redman. 

(Not So) Legendary Actions, Copyright 2016, Igor Moreno. 

D6 Adventure (WEG51011), Copyright 2004, Purgatory Publishing Inc. 

Micropend6, Copyright 2015, Sigil Stone Publishing 
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Publishing Inc. 
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